



\\ DUNGEONS i DRAGONS® 


A 
L Leonard 
_ ——e 





CHARACTER NAME 


f STRENGTH | 
12 


+3 Strength 


7 
f DEXTERITY | a 


+3 Dexterity 
_+1_ Constitution 
_+3__ Intelligence 
+2, Wisdom 


+2 Charisma 


SAVING THROWS 


Acrobatics 





Animal Handling 


Arcana 


! INTELLIGENCE | Ail ice 
1 3 _+2_ Deception 
_+1_ History 
4-1) #2 Insight 
Intimidation 
{f wispom | Investigation 


| 5 +2 Medicine 


Nature 
M2 pe _+2_ Perception 
_+2 Performance 
tr esac _+4_ Persuasion 


Religion 


1 5 ri Sleight of Hand 


Stealth 
+2) Survival 


SKILLS 


a 
_ 
PASSIVE WISDOM (PERCEPTION) 
#4 7 


LANGUAGES: Aquan; 
Common: 


Simple weapons & Martial 


weapons; 


OTHER PROFICIENCIES & LANGUAGES 








a = 











CLASS & LEVEL 












RACE 


17 


ARMOR 
CLASS 





INITIATIVE YJ \ SPEED J 


CURRENT HIT POINTS 


K Y 
successes C=C =C ) 


FAILURES C = =) 


HIT DICE DEATH SAVES 


Claws +3 1d4 + 2 (slashing) 


Katana (x2) +4 1d8 + 2 (slashing) 


ATTACKS & SPELLCASTING 


EQUIPMENT 





Rogue 1 / Fighter 2 Soldier 


BACKGROUND 


PLAYER NAME 





Tortle Lw. Gd n/a 


ALIGNMENT 


EXPERIENCE POINTS 


I'm full of inspiring and cautionary 
tales from my training, relevant to 
almost every combat situation. 


PERSONALITY TRAITS 


Greater Good: Our lot is lo lay down 
our lives in defense of others. 


IDEALS 


| fight for those who cannot 
fight for themselves. 


BONDS 


I'd rather eat my armor than 
admit when I'm wrong. 


FLAWS 


SHELL DEFENSE: You can 
withdraw into your shell as an 
action. Until you emerge you 
gain +4 bonus to your AC, and 
you have advantage on strength 
and constitution saving throws. 
While you are in your shell you 
are prone, your speed is 0 and 
can't increase, you have 
disadvantage on dexterity saving 
throws, you can't take reactions, 
and the only action you can take 
is a bonus action to emerge from 
your shell. 


SNEAK ATTACK: Once per turn, 
you can deal an extra 1d6 
damage to one creature you hit 
with an attack if you have 
advantage on the attack roll. The 
attack must use a finesse or a 
ranged weapon. You don't need 
advantage on the attack roll if 
another enemy of the target is 
within 5ft of it, that enemy 

isn't incapacitated, and you don't 
have disadvantage on the attack 
roll. 


FEATURES & TRAITS 
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CHARACTER BACKSTORY 


18 1.8m 200kg 


HEIGHT WEIGHT 









None 
HAIR 


Green 
SKIN 





ALLIES & ORGANIZATIONS 


r 

TWO-WEAPON FIGHTING: When you engage in two-weapon 
fighting, you can add your ability modifier to the damage of the second 
attack. 


HOLD BREATH: You can hold your breath for up to 1 hour at a time. 
SECOND WIND: On your turn, you can use a bonus action to regain 
hit points equal to Id10 + your fighter level. Once you use this feature, 
you must finish a short or long rest before you can use It again. 
ACTION SURGE: On your turn, you can take one additional action on 
top of your regular action and a possible bonus action. Once you use 


this feature, you must finish a short or long rest before you can use it 
again. 


ADDITIONAL FEATURES & TRAITS 


TREASURE 
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SPELL SAVE DC 


OOO000000 0 


OO0OO0O00000 0 





O0O00000 0 





































































































